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Tactics and Tips 


With all the options out there for armor and magic items, it's easy for new players to forget that they can also 
choose spells, skills, feats, and tactics to improve the Armor Class of their PCs. Take a look at some more 
advice from designers Gwendolyn and Stephen in this week's Tactics and Tips! 


Spells 


Gwendolyn: The most versatile way of upping your Armor Class is through spells. Many of these are also 
available as potions. Do consider which ones work best with your equipment because a bonus from a spell won't 
stack with the same bonus from a magic item. For example, a ring of protection grants a deflection bonus. The 
Armor Class bonus from magic circle against evil is also deflection. You'd get the benefit of the better of the two, 


but not both. 


Spell 
Alter Self* 
Barkskin 


Bigby's Interposing Hand 


Cat's Grace 


Cloak of Chaos 
Dispel Evil** 
Holy Aura 
Mage Armor 


Magic Circle against 
Evil** 


Protection from Evil** 


Shield 

Shield of Faith 
Shield of Law 
Unholy Aura 


Class and Level 

Bard 2, Sorcerer/Wizard 2 

Druid 2, Ranger 2, Plant Domain 2 
Sorcerer/Wizard 5 


Bard 2, Druid 2, Ranger 2, 
Sorcerer/Wizard 2 


Chaos Domain 8, Cleric 8 

Cleric 5, Good Domain 5, Paladin 4 
Cleric 8, Good Domain 8 
Sorcerer/Wizard 1 


Cleric 3, Good Domain 3, Paladin 3, 
Sorcerer/Wizard 3 


Cleric 1, Good Domain 1, Paladin 1, 
Sorcerer/Wizard 1 


Sorcerer/Wizard 1 
Cleric 1 

Cleric 8, Law Domain 8 
Cleric 8, Evil Domain 8 


Bonus and Type 

Varied 

+2 to +5 enhancement to natural armor 
+4 from cover 


+2 as a result of increased Dexterity if 
your armor accommodates your better 
Dex. 


+4 deflection 

+4 deflection against evil creatures 
+4 deflection 

+4 armor 


+2 deflection against evil creatures 
+2 deflection against evil creatures 


+4 shield 

+2 to +5 deflection bonus 
+4 deflection 

+4 deflection 


“Assuming you're playing one of the races described in the Player's Handbook, alter self lets you assume the 
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form of another humanoid. For purposes of Armor Class, the troglodyte makes a great choice. You gain +6 


natural armor. This does stack with either an amulet of natural armor or the barkskin spell since they grant 
enhancement bonuses to natural armor. (The troglodyte form also gives you other benefits including a claw 
attack and a +4 bonus on Hide checks.) 


** Other versionsprotect against chaotic, good, and lawful creatures. 


Stephen: Though Gwendolyn covered things pretty thoroughly in her chart (see above), | have a few things I'd 
like to focus on. She discusses how bonuses sometimes don't stack (or add together). An armor bonus is a 
specific type of bonus, as is a deflection bonus. To read more about bonuses, check out page 21 of the Dungeon 
Master's Guide. In addition to the spell effects listed above, a PC's armor and shield can be enhanced through 
use of the magic vestment spell. Also, Keep an eye on the maximum Dexterity bonus of the armor your character 
wears when using the increase in Dexterity from cat's grace. 


Feats and Skills 


Stephen: A number of feats exist to increase Armor Class. The most commonly used feat is Dodge, which 
provides a +1 bonus against one foe (and in many encounters, there is only one foe that really matters). Combat 
Expertise is a more efficient form of fighting defensively, but don't forget that 5 ranks in the Tumble skill can help 
out when fighting defensively or using total defense. A character with the Mobility feat and 5 ranks in Tumble who 
uses the total defense action would gain a +10 total dodge bonus to her Armor Class against attacks of 


opportunity incurred while moving around (+11 against her Dodge target)! 
Fighting Defensively 


Gwendolyn: Even with the best equipment, spells, and resources, sometimes your character may find that he 
needs to increase his Armor Class even further. He can fight defensively as a standard action (Player's 
Handbook page 140) or as a full-round action (page 143). He takes a -4 penalty on attacks for a +2 bonus to 
Armor Class. The Combat Expertise feat (page 92) lets you take an additional penalty to add to your Armor 
Class. 


Cover 


Gwendolyn: Taking cover is a great way to be defensive. It adds +4 to your character's Armor Class (though it 


works both ways and the enemy will be harder for him to hit as well). Page 151 in the Player's Handbook has 
useful diagrams illustrating cover. Bear in mind that walls, furniture, and a character's fellow party members are 
all good sources of cover. 


Beyond Armor Class 


Gwendolyn: Another way to avoid getting hit is through creating a chance that your character's foe misses him 
entirely. These can be spells or potions. The magic item that helps in this regard is the cloak of displacement. 


Spell Class and Level Bonus and Type 
Blur Bard 2, Sorcerer/Wizard 2 20% miss chance 


Improving Your Armor Class (Part Two) 


Displacement Bard 3, Sorcerer/Wizard 3 50% miss chance 


Game Resources: To use the material in this article to its fullest, check out the following resources: Dungeon 
Master's Guide, Monster Manual, Player's Handbook. 
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